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Introduction — Tink's Subtraction Fair is a learning activities program 
designed to help children acquire important fundamental 
mathematical skills. Created by award-winning children's 
author and illustrator Mercer Mayer, the program Is an 
appropriate tool for supplementing practice in subtraction in 
most early and primary education classrooms. 


The program consists of five games presented in the context 
of a carnival midway. Students are given the opportunity to 

_ participate directly in one of the games (at any of three levels 
of difficulty) or to go on a stroll through the fair with Tink. As 
students visit the midway, they learn subtraction facts by 
earning and spending "tonkers" and "beepers," the currency 
of Tink! Tonk! Land. 


Tink's Subtraction Fair school materials include this teacher's 
guide, a user's guide, the program disk; and a back-up disk. 
We suggest that you store the back-up disk in a safe place in 
the event that something happens to your program disk. Note 
the SpeeDemo on the back of this guide. You may want to 
use the SpeeDemo to familiarize yourself quickly with the 
program and its features. 


Mindscape Philosophy 


Mindscape is a subsidiary of SFN, one of the nation's leading 
educational publishers. Mindscape software encourages 
creativity, fosters imagination, teaches and reinforces 
important skills, and is always entertaining. We are dedicated 
to producing quality software that uses the computer to help 
children explore and learn both at school and at home. 


Software Copyright © 1984 TINK TONK, Inc | 7 Copyright © 1986 
TINK!ITONK! characters © 1983 TINK TONK, Inc. All Rights Reserved. Mindscape, Inc., Northbrook, Illinois 
TINKITONKI is a trademark of TINK TONK, Inc. All Rights Reserved. 

Printed in the United States of America 


Educational 
Objectives 


Introducing the 
Program 


Using the 
Program 


During their experience with Tink's Subtraction Fair, students 
are introduced to the concept of subtraction, develop their 
memory and concentration skills, and learn important 
principles of earning and spending. - 


The games, with their varying difficulty levels and colorful, 
animated displays, keep students’ attention through repeated 
play and are applicable to a wide range of students. The 
program is well suited to instruction in subtraction skills and is 
also appropriate for teaching the basics of money 
management. — 


Explain to your students that they are about to go to the fair 
with Tink. Tell them that they will find lots of games at the fair, 
some harder and some easier, but all fun to play. Tell them 
that they start out with some "tonkers" to spend on the games, 
and that they need to earn some "beepers" if they want to try 
the Moonwalk. If this is the first Tink! Tonk! program you have 
used, you might want to read them the "Meet the TinkTonks!" 
description in the User's Guide. Explain that they will make 
the decisions for Tink. They will decide which games to play 
and which to pass by. It will be up to them to keep track of 
Tink’'s money and to spend it wisely. Demonstrate the use of 
the space bar and the direction keys, or the joystick (see the 
"Special Keys" section of the User's Guide). 


Each of the games and levels can be assigned as an 
individual activity. Any assignments will depend on individual 
students’ abilities and needs. Individual use of the program 
can help foster self-confidence and a feeling of personal 
involvement with Tink/the computer—an experience likely to 
result in positive interaction with computers and technology in 
the future. 


- Children also like to work together at the computer. You may 


find that when students work together, their combined 
enthusiasm makes the experience even more fun and 
rewarding. Children can take turns at the keyboard, 


Related Activities 


collaborate on decisions, and generally help each other 
through the program. The computer provides a socialization 
vehicle for even your most reluctant students. 


¢ Organize aclassroom subtraction (and/or addition) fair with 


student-operated booths and activities. Use common 
objects to demonstrate addition and subtraction. Provide 
paper "tonkers" and "beepers" to pay for the games. | 


Have an art auction! Encourage students to draw, paint, or 
sculpt "masterpieces." Then begin the art auction by giving 
each student 10 "beepers." You may wish to serve as the 
auctioneer, or students may rotate as auctioneers. Explain 
that in order to bid on a particular "masterpiece," a student 
must state how many "beepers" they now have, how many 
they are offering, and how many they will have left. If any 
student offers more than he or she has, a penalty of 1__ 
"beeper" should be assessed. 


Have students compete in a "Subtraction Relay." Divide the 
class into teams of about six students each, facing the chalk- 
board. Write a series of 18 subtraction problems on the 
board in front of each team. (Problems for each team 
should not be the same, but should be of equal difficulty.) 
Signal for each team to begin at the same time. The first 
student from each team runs to the board, writes the answer 
to the first subtraction problem, and runs back to tag the 
second member of the team. The second member then 
runs to the board to write the answer to the second 
subtraction problem and tags the next student on the team 
when finished. Students repeat this procedure until you call. 
time. Call time on the relay after about five minutes (or 
whatever length of time is sufficient for most teams to finish 
most of the problems). Teams receive 10 points for each 
subtraction problem answered correctly. In the event of 
equal scores, the team which completed the relay first is 


declared the winner. 


Limited Warranty 


Mindscape, Inc. warrants to the end user of this computer software product that 
the recording medium on which the software programs are recorded will be free 
from defects in material and workmanship for thirty (30) days from the date of 
purchase. Defective media returned by the end user during the thirty (30) day 
period will be replaced without charge, provided that the returned media have not 
been subjected to misuse, damage or excessive wear. 


Mindscape, Inc. does not warrant that the programs will meet the end user's 
specific requirements. ANY STATEMENTS MADE CONCERNING THE UTILITY 
OF THE PROGRAMS ARE NOT TO BE CONSTRUED AS EXPRESS OR 
IMPLIED WARRANTIES. 


THIS WARRANTY IS INLIEU OF ALL OTHER WARRANTIES, WHETHER ORAL 
OR WRITTEN, EXPRESS OR IMPLIED. ANY IMPLIED WARRANTIES, 
INCLUDING IMPLIED WARRANTIES OR MERCHANTABILITY AND FITNESS FOR 
A PARTICULAR PURPOSE ARE EXCLUDED. 


IN NO EVENT WILL MINDSCAPE, INC. BE LIABLE FOR INCIDENTAL OR 
CONSEQUENTIAL DAMAGES OF ANY KIND IN CONNECTION WITH THE 
SOFTWARE PRODUCTS. 


Some states do not allow the exclusion or limitation of incidental or consequential 
damages or limitations on how long an implied warranty lasts, so the above 
limitation or exclusion may not apply to you. This warranty gives you specific legal 
rights, and you may also have other rights which vary from state to state. Address 
all correspondence to: Mindscape, Inc., 3444 Dundee Road, Northbrook, Illinois 
60062. 


Diskette Replacement Policy 


For 12 months following the 30-day limited warranty period, you can replace 
defective diskettes at a cost of $10.00 per diskette. To replace a diskette: 


¢ Enclose the defective diskette with a brief explanation of the problem 
¢ Enclose a check or school purchase order for $10.00 
¢ Send in protective packaging to: 3 


Mindscape School Group Customer Service 
Mindscape, Inc. 

3444 Dundee Road 

Northbrook, Illinois 60062 


SpeeDemo 


Tink's Subtraction Fair 


Overview _Inthis learning program, students are introduced to subtraction skills while learning 
the basics of earning and spending at the Subtraction Fair. The student has a set 
amount of money—"“tonkers"—to spend at the various games on the midway. Each 
of the games and activities has three levels of difficulty so that children who master 
one level can still be challenged by the next. 


To Begin You will need the following: 


¢ Television or monitor (color preferred) 
¢ Computer 
¢ Disk drive 


Set up the equipment and load the program according to the instructions in the 
User's Guide. | 


To Demonstrate After you load the program, the word "Sprout" will appear on the screen, followed by: 


1. Tink Tink is the star of this show. Press the space bar twice to reach 
the Main Menu. 


2. Menu If you choose to go to the fair (option 1), you accompany Tink to 
the midway. Now, however, press 2 for the games. Respond to 
the music option by pressing Y or N. 


3. Levels Choose 2 for the intermediate level of difficulty. 
4. Games Choose 1, Ring the Bell, a game to practice subtraction skills. 
5. Help Choose 2, HELP, to see instructions. Press the space bar when 


you are ready to play. 


6. The Game Follow the instructions to answer the three questions and help 
Tink ring the bell. 

7. Go On When you are done, choose 2, GO ON. 

8. Menu You will be back at the Main Menu. Choose number 1 to go to 


the fair. Again, press Y or N to respond to the music option. (lf 
you want help, press Y; otherwise, press N.) 


9. Tink Tink will leave his house and start on a walk. Select the level of 
difficulty by pressing 1,2 or 3. Then use the arrow keys or 
joystick to direct Tink on the screen. You may stop Tink by 
pressing the space bar. 


10. The Midway When you get to the midway, enter any of the tents to play a 
game. You need to have enough "tonkers” or “beepers” before 
you can play the games. . 


11. Home When you're ready to come home, press the joystick or left 
arrow key to move Tink toward home. When Tink arrives home, 
choose 2, STAY HOME. Enjoy the fireworks! 
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Tinks: 
Subtraction Fair 
BY MERCER MAYER 


Designed and Developed by Angelsoft, Inc. 


~Congratulations on the purchase of your new Sprout software. 


We hope you'll be pleased with the way this interactive adventure 
game teaches a child new skills while providing years of 
enjoyment. 


This is only one of many software programs that provide the right 
balance between education and entertainment. All Sprout 
programs encourage creativity, stimulate a child’s imagination, 
teach new skills, are challenging, and just plain fun. 


You can depend on Sprout software for fun-learning games 
because it’s from Mindscape, a subsidiary of SFN Companies. 
SFN is the country’s #1 elementary and high school textbook 
publisher—they’ve been helping the nation learn for more than 
100 years. This same commitment and dedication to quality 
education is behind Mindscape software. Mindscape stands for 
the very best in entertaining, educational software. 


Software: Copyright © 1985 TINK TONK, Inc. TINK!TONK! 
characters © 1983 TINK TONK, Inc. All rights reserved. 
TINK!ITONK! is a trademark of TINK TONK, Inc. 


Handbook: Copyright © 1985 Mindscape, Inc. Sprout is a 
trademark of Mindscape, Inc. All rights reserved. 


DOS 3.3 © 1980, 1981, Apple Computer, Inc. 
Apple® is a registered trademark of Apple Computer, Inc. 


Apple Computer, Inc. makes no warranties, either express or implied, regarding 
the enclosed computer software package, its merchantability or its fitness for any 
particular purpose. The exclusion of implied warranties is not permitted by some 
states. The above exclusion may not apply to you. This warranty provides you with 
specific legal rights. There may be other rights that you may have which vary from 
state to state. 


Mindscape, Inc., 3444 Dundee Road, Northbrook, IL 60062. 


Customer Service: 1-800-221-9884 (outside Illinois) 
1-800-942-7315 (inside Illinois) 
00583 


Manufactured in U.S.A. 
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Meet the TinkTonks! 


Imagine you have become a beam of light and are 
magically swept along inside your computer. Below you is 
a deep blue sea crisscrossed by a glowing grid. Above 
you is a peach-colored sky. On the horizon, little disk- 
shaped islands float in the air above the CrissCross Sea. 
You fly down for a closer look. On the islands are 
mountains and valleys, lakes and rivers, forests and 
fields. One island even has a little town with houses and 
streets. You have found TinkTonk Land, the home of the 
TinkTonks. 


And here are the TinkTonks: 


Tink is their trusty leader. 
He is good at helping all the 
TinkTonks. 


Tonk is Tink’s best friend. He usually 
needs Tink’s help, because he is good 
at getting into trouble. 


Tuk tends the TinkTonk garden. 
He likes to watch his flowers grow. 


Tinka is the best there is at Tonkerball. 
She coaches the TinkTonk Team. 


Zoomer is the speediest TinkTonk. 
He is always in a big hurry. 


Teep and Beep are the little 
_ WY twin TinkTonks. You will 
j...° *.. find them in the sandbox. 


Cd 


The Great Gork is not a 
TinkTonk. He is a rascal who 
lives in a castle at the edge of 
the CrissCross Sea. He likes to 
make mischief in TinkTonk Land. 
Good thing Tink and Tonk know 
how to trip him up! 


Now that you have met the TinkTonks, you can get to 
know them better in their computer programs and 
books. Have fun! 


‘Introduction to Parents 


Welcome to the world of Tink! Tonk! If you have not 
already done so, read Meet the TinkTonks! to your 
child and introduce the delightful characters in this 
software package. Now your child is ready to begin a 
fun-filled learning experience. Play Tink’s Subtraction 
Fair with your child, guiding him or her through the fair 
and the math games in the program. (This is particu- 
larly important if your child has not yet begun to read.) 
After a little practice, your child should be able to pilot 
Tink through the fair and play the games indepen- 
dently. 


Getting Started 


What You Need 

1. Color TV or monitor 

2. 64K Apple Il+, //e or //c computer 
3. Disk drive 

4. Joystick (optional) 


Loading Instructions 

1. Plug in the joystick. 

2. Turn on the TV or monitor. 

3. Hold the disk by its label. Carefully slide the disk, 
label side up, into the disk drive. Close the disk 
drive door or latch. 

4. Turn on the computer. The program will automati- 
cally load. 


NOTE: Be sure that the key is down. 
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Care and Handling of Disks 
To protect your disk, you should handle it carefully. 


1. 


2. 


Always hold the disk by its label. Never touch the 
open oval part of the disk. 

Never put your disk in the disk drive, or take it out, 
when the drive is making a whirring sound or when 
the red “busy” light is on. 


. Always take your disk out of the disk drive before 


you turn off the drive. 


. When you’re through using the disk, remove it from 


the disk drive and replace it in its protective sleeve. 


. Clean your disk drive often with material recom- 


mended by your computer dealer. 


Playing Tink’s 
Subtraction Fair 


MAIN MENU 

After the program is loaded, 
Tink appears on the screen 
and his music begins to 


play. Press twice 


to go to the Main Menu. 


There are two choices at 

the Main Menu. Press (1) if you want to go to the 
Subtraction Fair with Tink. Press (2) if you want to go 
to the Game Menu to choose a game. 


Any time you want to go to the Main Menu, hold down 


(Conirot) and press 


Subtraction Fair 


Step right up! Step right up! 
The Subtraction Fair is in 
town! When Tink hears that 
cakewalk music, he is ready 
to go! And Tink wants to take 
you along! He needs your 
help to play the games and 
win some prizes. Will you 
help him? 
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Press for on-screen help before you go to the 
Subtraction Fair. This screen tells you how to pilot 
Tink from booth to booth, how to pay for the games, 
and what you win at the fair. Press (N) if you want to 
go straight to the fair. There are exciting times ahead, 
so get ready! 


PILOTING TINK 
You can pilot Tink with either a joystick or the computer 
keyboard. 


If you use the keyboard, use these Special Movement 
Keys: 
(Apple //e or //c) (Apple ll+, //e, //c) 
(1) up C1) 
U) down (M) 
(—) left 
= right | 
Press any key other than a Special Movement Key to 
stop Tink. Press one of the Special Movement Keys to 
start Tink moving again. If you are piloting Tink with a 


joystick, he stops when you let go of the joystick. Tink 
moves again when you move the joystick. 


DIFFICULTY LEVELS 
The Subtraction Fair has . ever i 


three difficulty levels. You YN LEVEL & 
CHOOSE 


must first choose a level 
before you can enter the 
booths and play the games. 
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Here are some things you should know about each level: 


Level 1 


Games and Game Fares: There are four games in 
Level 1: 


1. Magic Show 
2. Dunk Gork 

3. Witches’ Brew 
4. Ring the Bell 


Tink wants to play the games, but first he must pay 
the fare. Tink has ten tonkers to spend at the fair. 
Each game costs one tonker. 


Object of the Games: The object of each game is to 
win beepers by answering a subtraction problem. Tink 
gets two beepers for every game he wins. 


Tink can spend his beepers in a fun house called 
Moonwalk. (See fun house descriptions on page 15.) 
Tink earns three tonkers for every game he wins at 
Moonwalk. He can then spend those tonkers to play 
more games at the fair! 


Anytime you want to see how many tonkers or beepers 
Tink has, press (tT) for tonkers or (B) for beepers. 


How to Pay for a Game: After Tink enters a booth, 
he must pay Boomer. Some tonkers appear at the 

bottom of the screen. You are told how many in all. 
Next, you are told to pay Boomer one tonker. Press 
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(1). You hear a high “beep” and one tonker is sub- 
tracted from the total. A subtraction problem then 
appears in front of Boomer. It shows how many 
tonkers Tink started with, the one taken away, and 
how many tonkers are left. 


lf you press a wrong number key, you hear a low 
“beep” and can try again. You can try as many times 
as you want. 


Playing the Game: After Tink pays the fare, he can 
play a game. (See game descriptions on pages 17-24.) 


Going Home: When Tink has spent all his tonkers 
and beepers, or if he is tired after playing the games, 
pilot him home. You and Tink can watch the colorful 
fireworks together! 


Level 2 


Games and Game Fares: There are five games in 
Level 2: 


1. Magic Show 
2. Dunk Gork 

3. Witches’ Brew 
4. Bear Dare 

5. Ring the Bell 


Tink wants to play the games, but first he must pay 
the fare. Tink has 22 tonkers to spend at the fair. Each 
game costs three or four tonkers. 


WW 


Object of the Games: The object of each game is to 
win beepers by answering subtraction problems. Tink 
gets one to five beepers for every game he wins. 


There are two fun houses where Tink can spend his 
beepers—Moonwalk and Arcade. (See fun house 
descriptions on page 15.) Tink earns one to ten 
tonkers by playing fun house games. He can then 
spend those tonkers to play more games at the fair! 


Anytime you want to see how many tonkers or beepers 
Tink has, press (T) for tonkers or (B) for beepers. 


How to Pay for a Game: 
After Tink enters a booth, 
he must pay Boomer. Some 
tonkers appear at the 
bottom of the screen. You 
are asked, HOW MANY 
TONKERS DO YOU HAVE? 
Press the number key, and 
that number appears on the screen. You are told to 
pay Boomer three or four tonkers. Press that number 
key, and the tonkers are subtracted from the total. A 
subtraction problem then appears in front of Boomer. It 
shows how many tonkers Tink started with minus the 
number of tonkers taken away. You are asked, HOW 
MANY TONKERS DO YOU HAVE LEFT? Press the number 
key of the answer. (You may count the tonkers if you 
need help.) If you give the right answer, you hear a 
high “beep” and the answer to the subtraction problem 
(the difference) appears on the screen. 


tk 


If you give a wrong answer, you hear a low “beep” and 
can try again. You have two tries to answer the 
subtraction problem. After a second wrong answer, the 
right answer appears on the screen. 


Playing the Game: After Tink pays the fare, he can 
play a game. (See game descriptions on pages 17-24). 


Going Home: When Tink has spent all his tonkers 
and beepers, or if he is tired after playing the games, 
pilot him home. You and Tink can watch the colorful 
fireworks together! 


Level 3 


Games and Game Fares: There are five games in 
Level 3: 


1. Magic Show 
2. Dunk Gork 

3. Witches’ Brew 
4. Bear Dare 

5. Ring the Bell 


Tink wants to play the games, but first he must pay 
the fare. Tink has 24 tonkers to spend at the fair. Each 
game costs four or five tonkers. 


Object of the Games: The object of each game is to 
win beepers by answering subtraction problems. Tink 
gets one to seven beepers for every game he wins. 


There are two fun houses where Tink can spend his 
beepers—Moonwalk and Arcade. (See fun house 
descriptions on page 15.) Tink earns one to ten 
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tonkers by playing fun house games. He can then 
spend those tonkers to play more games at the fair! 


Anytime you want to see how many tonkers or beepers 
Tink has, press (T) for tonkers or (B) for beepers. 


How to Pay for a Game: After Tink enters a booth, 
he must pay Boomer. A subtraction problem appears 
in front of Boomer. It shows how many tonkers Tink 
started with minus the number being taken away. You 
are asked, HOW MANY TONKERS WILL YOU HAVE LEFT? 
Press the number key of the answer. If you give the 
right answer, you hear a high “beep” and the answer 
to the subtraction problem (the difference) appears on 
the screen. The game fare is then subtracted from the 
total number of tonkers. You can count how many 
tonkers Tink has left. 


lf you give a wrong answer, you hear a low “beep” and 
can try again. You have two tries to answer the 
subtraction problem. After a second wrong answer, the 
right answer appears on the screen. 


Playing the Game: After Tink pays the fare, he can 
play a game. (See game descriptions on pages 17-24.) 


Going Home: When Tink has spent all his tonkers 
and beepers, or if he is tired after playing the games, 
pilot him home. You and Tink can watch the colorful 
fireworks together! 


o-oo 


MOONWALK 


This game is just for fun! 
“a Using the joystick or the 
keyboard, pilot Tink around 
the moon. Help Tink find 
some tonkers, but watch 


out! An evil alien chases 
Tink! 


You have two ways to help Tink escape: 


1. Jump into a crater. Tink pops out of the chute 
below. 
2. Go into a cave. Tink jumps out of the crater above. 


Good luck on your mission! 


ARCADE 


This game tests your 
concentration and 
memory. Watch and 
listen to the order of 

the machines as they 

go off. Then, help Tink 
repeat the pattern. Using 
the joystick or the keyboard, pilot Tink to each machine 
in the order in which they went off. Can you remember 
the order? 


Good luck! 
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Play a Game 


Press (2) at the Main Menu if you want to play a game 
without going to the Subtraction Fair. This takes you to 
the Level Menu. 


Each game (except Bear Dare) has three difficulty 
levels. Level 1 is the easiest and Level 3 is the 
hardest. (See game descriptions for more information 
about levels.) Before you choose a game, you must 
first choose a difficulty level. 


Press the number of the level you want. This takes 
you to the Game Menu. 


There are five games to choose from: 


1. Ring the Bell 
2. Witches’ Brew 
3. Magic Show 
4. Dunk Gork 

5. Bear Dare 


Press the number of the game you want to play. 


To stop playing a game, press (Esc). 


1. Ring the Bell 


This game helps you see how 
subtraction is done. Can you give 
enough right answers to make 
Tink ring the bell? 


Level 1: A group of dolls appears 
in the game booth. You are told 
how many in all. Next, you are 
told to take some dolls away. 
Press the number key to subtract 
that number of dolls from the 
total. You are then told how many dolls are left. 


lf you press a wrong number key, you hear a low 

“beep.” You can try as many times as you want to 
press the right key. You need one right answer to 
make Tink ring the bell. 


Level 2: You are told to choose a number between 
three and ten. Press the number key of your choice. 
The number of the key you pressed appears in the 
game booth with that number of dolls. Next, you are 
told to take some dolls away. Press the number key, 
and that number of dolls is subtracted from the total. A 
subtraction problem then appears on the screen. It 
shows the total number of dolls minus the number 
taken away. You are asked, HOW MANY DOLLS ARE 
LEFT? Press the number key of the answer. (You may 
count the dolls if you need help.) If you are right, you 
hear a high “beep” and the difference appears on the 
screen. 
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If you press a wrong number key, you hear a low 
“beep” and can try again. You have two tries to 
answer the subtraction problem. After a second wrong 
answer, the right answer appears on the screen. You 
need three right answers to make Tink ring the bell. 


Level 3: A group of dolls appears in the game booth 
with a subtraction problem, showing the total number 
of dolls minus the number to be taken away. You are 
asked, WHAT IS THE RIGHT ANSWER? Press the number 
key. If you are right, you hear a high “beep” and the 
difference appears on the screen. Some dolls are 
subtracted from the total, and you can count the 
number of dolls that are left. 


lf you press a wrong number key, you hear a low 
“peep” and can try again. You have two tries to 
answer the subtraction problem. After a second wrong 
answer, the right answer appears on the screen. You 
need five right answers to make Tink ring the bell. 


2. Witches’ Brew 


This game gives you more practice 
with subtraction. A witch is on the 
left side of the screen. Some 
creepies—bugs, blobs, and 
newts—are on a shelf on the right 
side. Help the witch make her 
tasty brew. Pop some of the 
creepies into the bubbly broth! 
How many creepies are left? 
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Level 1: Some creepies appear on the shelf. You are 
told how many in all. Next, you are told how many 
creepies the witch needs for her brew. Press that 
number key to make the creepies pop off the shelf and 
into the witch’s brew. You are then told how many 
creepies are left on the shelf. 


lf you press a wrong number key, you hear a low 
“beep”. You can try as many times as you want to 
press the right key. 


Level 2: Some creepies appear on the shelf. You are 
told how many in all, and that number appears above 
the witch’s brew. You are told how many creepies the 
witch needs for her brew. Press that number key to 
make the creepies pop off the shelf and into the 
witch's brew. A subtraction problem then appears on 
the screen. It shows the total number of creepies 
minus the number that went into the brew. You are 
then asked, HOW MANY CREEPIES ARE LEFT ON THE 
SHELF? Press the number key of the answer. (You 
may count the creepies if you need help.) If you are 
right, you hear a high “beep” and the difference 
appears on the screen. 


lf you press a wrong number key, you hear a low 
“beep” and can try again. You have two tries to 
answer the subtraction problem. After a second wrong 
answer, the right answer appears on the screen. 


Level 3: Two groups of creepies appear on the shelf. 
You are told how many from the first group the witch 
needs in her brew. Press that number key to make the 
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creepies pop into the brew. Next, you are told how 
many from the second group the witch needs. Press 
that number key. 


You are asked, HOW MANY ARE LEFT? of the first 
group. Press the number key, and that number 
appears on the witch’s pot. You are then asked, HOW 
MANY ARE LEFT? of the second group. Press that 
number key. A subtraction problem then appears on 
the witch’s pot. It shows the number of creepies left of 
the first group minus the number of creepies left of the 
second group. Finally, you are asked to answer the 
subtraction problem. Press the number key for the 
answer. If you are right, you hear a high “beep” and 
the difference appears on the screen. Watch out! A big 
surprise pops out of the witch's boiling pot! 


lf you press a wrong number key, you hear a low 
“beep” and can try again. You have two tries to 
answer the subtraction problem. After a second wrong 
answer, the right answer appears on the screen. 


3. Magic Show 


This game gives you more 
practice with subtraction. Tonk the 
Magician is on the right side of the 
screen. A group of objects—hats, 
eggs, caterpillars, or monsters—is 
on the left side. With a wave of his 
wand and a puff of smoke, Tonk 
makes objects disappear. How 
many are left? 
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Level 1: Some objects appear on the screen. You are 
told how many in all. Next, you are told to take a 
number of objects away. Press that number key to 
make the objects disappear in a puff of smoke. You 
are then told how many objects are left. 


lf you press a wrong number key, you hear a low 
“beep.” You can try as many times as you want to 
press the right key. 


Level 2: Some objects appear on the screen. You are 
told how many in all. With a wave of his wand, Tonk 
makes some of the objects disappear in a puff of 
smoke. A subtraction problem then appears on the 
screen. It shows the total number of objects minus the 
number Tonk took away. You are asked, NOW HOW 
MANY? Press the number key of the answer. (You may 
count the objects if you need help.) If you are right, 
you hear a high “beep” and the difference appears on 
the screen. Watch closely! Magic will happen! 


If you press a wrong number key, you hear a low 
“beep” and can try again. You have two tries to 
answer the subtraction problem. After a second wrong 
answer, the right answer appears on the screen. 


Level 3: A number appears on the screen along with 
that number of objects. With a wave of his wand, Tonk 
makes some of the objects disappear in a puff of 
smoke. A subtraction problem then appears on the 
screen. It shows the total number of objects minus the 
number Tonk took away. You are asked, WHAT IS THE 
ANSWER? Press the number key of the answer. If you 
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are right, you hear a high “beep” and the difference 
appears on the screen. The smoke disappears, and 
you can count the number of objects that are left. 
Then watch what happens! It’s magic! 


lf you press a wrong number key, you hear a low 
“beep” and can try again. You have two tries to 
answer the subtraction problem. After a second wrong 
answer, the right answer appears on the screen. 


4. Dunk Gork 


This game gives you more 
practice with subtraction. 
Can you give enough right 
answers to dunk Gork? 


Level 1: A group of dolls appears in the game booth. 
You are told how many in all. Next, you are told to 
take a number of dolls away. Press that number key to 
subtract the dolls from the total. You are then told how 
many dolls are left. | 


lf you press a wrong number key, you hear a low 
“beep.” You can try as many times as you want to 
press the right key. You need one right answer to 
dunk Gork. 


Level 2: You are told to choose a number between 
three and ten. Press the number key of your choice. 
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The number of the key you pressed appears in the 
game booth with that number of dolls. Next, you are 
told to take some dolls away. Press that number key, 
and that number of dolls is subtracted from the total. A 
subtraction problem then appears on the screen. It 
shows the total number of dolls minus the number 
taken away. You are asked, HOW MANY ARE LEFT? 
Press the number key of the answer. (You may count 
the dolls if you need help.) If you are right, you hear a 
high “beep” and the difference appears on the screen. 


lf you press a wrong number key, you hear a low 
“beep” and can try again. You have two tries to 
answer the subtraction problem. After a second wrong 
answer, the right answer appears on the screen. You 
need three right answers to dunk Gork. 


Level 3: A group of dolls appears in the game booth. 
A subtraction problem also appears, showing the total 
number of dolls minus the number to be taken away. 
You are asked, WHAT WILL BE LEFT? Press the number 
key. If you are right, you hear a high “beep” and the 
difference appears on the screen. Some dolls are 
subtracted from the total, and you can count the 
number of dolls that are left. 


lf you press a wrong number key, you hear a low 
“beep” and can try again. You have two tries to 
answer the subtraction problem. After a second wrong 
answer, the right answer appears on the screen. You 
need five right answers to dunk Gork. 
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7, 5. Bear Dare 


Levels 2 and 3: This is a contest 
between you and Mr. Barker. Mr. 
Barker is a clever fellow. How 
clever are you? 


There are some bears on the 
screen. You and Mr. Barker take wm yw @ 
turns subtracting bears from the Wwe oD 
total. Take one, two, or three ous noe 
bears away at each turn by 


pressing (1), (2), or (3). You go 
first. Then it’s Mr. Barker's turn. 
You win the contest if Mr. Barker 
is left with the last bear. 


Se a PRESS SPACEBAR] os oo: ee 


Good luck! 
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Special Keys 


mM 
” 
ro) 


ee WW Ws. 


Apple //e or /ic computers 

Takes you to the Main Menu. 

Moves Tink up into a game booth at the fair, 
up through caves in Moonwalk, and up in 
Arcade. 


Moves Tink down through craters in 
Moonwalk, and down in Arcade. 


Moves Tink left through the fair, left in 


Moonwalk, and left in Arcade. 


Moves right through the fair, right in 
Moonwalk, and right in Arcade. 


Shows you how many tonkers Tink has. 
Shows you how many beepers Tink has. 
Stops a game and takes you to the Main 
Menu; takes Tink outside game booth at the 


fair; takes you to Main Menu from 
fairgrounds. 


Advances program to the next screen. 


peS) 


Special Keys 


3) 


OQ ® VO & 


Mm 
” 
‘?) 


Apple Ii+ , //e, or [ic computers 

Takes you to the Main Menu. 

Moves Tink up into a game booth at the fair, 
up through caves in Moonwalk, and up in 
Arcade. 


Moves Tink down through craters in 
Moonwalk, and down in Arcade. 


Moves Tink left through the fair, left in 
Moonwalk, and left in Arcade. 


Moves right through the fair, right in 
Moonwalk, and right in Arcade. 


Shows you how many tonkers Tink has. 
Shows you how many beepers Tink has. 
Stops a game and takes you to the Main 
Menu; takes Tink outside game booth at the 
fair; takes you to Main Menu from 
fairgrounds. , 


Advances program to the next screen. 
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off-screen Activities 


The following activities reinforce the mathematical skills your child 
has already practiced in Tink’s Subtraction Fair. 


Addition and Subtraction Hopscotch: Before you begin this 
activity with your child, practice working with a number line on 
paper. A standard number line looks like this: 


OO. 2-3. 4 Ga S10 


First, practice addition, moving across the line from left to right. 
Count by one, until you reach the number ten. Then, practice 
subtraction, moving backward from right to left. Help your child 
count backward from ten. Once your child becomes comfortable 
with the number line, you may transfer that written line to a 
hopscotch board. Using colored construction paper or cardboard, 
cut out ten 18 x 18” squares. Number the squares from 1 to 10, 
and place them in numerical order on the floor. (Note: Be sure to 
secure them in place so they do not slide.) Have your child hop 
up the number line, counting by one. Reinforce addition skills by 
saying with your child, 1+1= 2; 2 + 1 = 3; and so on. Then, 
have him or her hop down the number line, subtracting by one. 
Reinforce subtraction skills by saying, 10 -1= 9; 9 —-1=8; 

and so on. 


How Many Are Left?: Fold an 81% x 11” sheet of paper in half. 
Label the left side TENS and the right side ONES. Place three 
coins in the ONES column; place a set of ten coins in the TENS 
column. Explain that this number is 13: three ones and one ten. 
Tell your child that you want to take five coins away, but there 
aren't enough coins in the ONES column to do this. Have your 
child take the set of ten coins from the TENS column, and drop 
them one-by-one into the ONES column. Explain that now you 
have 13 ones (count them with your child) and can take five 
away. Complete the subtraction problem with your child, and 
count how many are left. (The answer is 8: eight ones.) 
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